A Nintendo DS treatment by WayForward Technologies 


Game Hook: The player customizes one of four Shrek Babies (ogre, dronkey, ginger 
baby or kitten in boots), dressing them up and purchasing accessories and toys. The 
babies can then be played with in a playpen area, where the player gets points for 
having their baby interact with objects or other babies in new, specific ways. Babies can 
also be taken to new environments from the Shrek world to participate in micro games, 
multiplayer minigames and exploration. The purpose behind all of this is to earn as many 
points as possible to purchase new items, environments and outfits for the babies. 


Gameplay: There are a whopping seven gameplay modes in this game. These 
include: 


1) Baby selection: The player selects their baby, first deciding on the character 
type (ogre, dronkey, ginger baby or kitten in boots) and then which specific baby 
they want (one of the three movie Shrek babies, one of the five dronkeys, etc). If 
permitted by the Shrek license, the player can also select a minor costume change 
for their baby (diaper color, hair bow). 


2) Playpen: Once the baby is finalized, they're dumped into a playpen area. Here, 
players can observe and interact with their baby, teach it how to behave, and give it 
items to play with. The goal of the game is get the baby interacting with the 
player, other babies and objects in interesting ways to earn points for 
spending. Give the baby a block and it may roll it or balance it. Give that baby two 
blocks, and it may stack them or toss one block at the other. The fun is discovering 
all the different actions the baby can perform, based on what the user does and 
what's sitting in front of them. 


Every time a baby performs a brand new action, it adds a point to the player's point 
total. These points can be used in the shop to buy more items for the baby. 
Additionally (in a similar fashion to the Xbox 360 achievement system) there is a list 
of special actions that will earn several points at once each. A list of these is 
available to the player when they start the game, and when they buy each new 
item. The challenge is figuring out exactly how to get the baby to perform the 
action listed, in order to get the points. For example, the special action might read: 
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"Stand on the large block." The player has already purchased the large block, and 
the baby is playing with it, but to get the points the baby has to stand up on it. So 
the player takes the block, places it on the ground and dangles a piece of candy a 
few feet above it. The baby wants the candy and climbs on top of the block to reach 
it. Points earned. 


Every item in the game has multiple actions a baby can perform with it. The player 
is rewarded for their ingenuity in combining items and using them creatively to get 
their baby to perform new actions. Incentives such as candy (to entice) and scary 
items, such as a rubber spider (to repel) can also be used, although these items 
may have different effects on different types of babies. Babies also react to objects 
in humorous ways that relate to their character. So an ogre baby might eat a block, 
while a dronkey baby might puff a flame at it. Both of these examples destroy the 
object, forcing the player to buy a new one (but at the same time, giving them a few 
points because the action occurred). 


The more new actions the baby performs and the more it is praised for them, the 
stronger it gets, both physically and emotionally. So initially a baby may be very shy 
and reluctant to attempt anything. After performing activities and being appreciated 
for a while, it may be eager for the next challenge. Or it may get bored and come 
up with its own activities (also yielding points). Likewise, a baby unable to perform 
an action successfully or one confused by the player may become frustrated and 
pout, refusing the do anything momentarily. A frightened baby will also refuse to try 
new things. Although the game will not punish players for a lapse in playing (like 
Nintendogs does), it may alter the baby's mood when they are next played with; 
depending on the baby's personality, it may become shy or it may appear very 
excited to see the player again. 


There are also plenty of actions entirely separate from objects, such as basic baby 
mobility. A new baby will start fairly immobile, first learning to crawl and scoot, then 
learning to walk, run and ultimately jump around. Each new ability learned also 
earns points. The baby's aptitude for each of these actions also improves over time. 
So the more a baby walks and jumps, the faster he can move and the higher he can 
jump. As these abilities improve, more unique activities will also be possible. A 
baby's abilities in mobility may also impact how controllable they are in the Activity 
Environments (see below). 


3) Shop: Here, players can purchase items such as clothes, accessories, incentives 
and toys for their baby. These items can be used in the playpen and in the Shrek 
world. As players browse the shop, they can see their baby interacting with the 
items before purchase for a glimpse into how they might be used (although no 
special action points are given until the objects are actually purchased). 


4) Activity Environments: In this mode, the player takes their baby out of the 
playpen and places them in the larger Shrek world. Each location is a small, defined 
area, such as Shrek's dining room or Fiona's flower garden. Because the camera is 
pulled out further and the high-polygon babies are swapped with lower-polygon 
ones, more system resources can be used on the environment and additional 
characters or objects. This is in contrast to the playpen, where there is very little 
background in order to make the babies look as realistic as possible. In this mode, 
the player takes direct control over their baby and can run them around, jumping 
and climbing on things. However, the player is limited by what skills the baby has 
learned in the playpen. 


Hidden in each area are dozens of points to be collected. So a player might climb 
under the dining room table and find a point. However if the player drops a large 
block on the floor, they can use it to climb up on a chair and find another point. 
Later points may be hidden high up in cupboards or hard-to-reach areas, requiring 
the player to pull off Prince of Persia-style maneuvering to access them. 


The camera sits high in a stationary position (that pivots to track the babies). In 
addition to hiding the lower poly counts of the baby in these environments, this 
should also subconsciously emulate the perspective of an observing adult, and add 
to the mischievous nature of the children. The player can revisit any of these areas 
at any time, to test out their baby and attempt to get more points. 


5) Multiplayer Minigames: 2-4 players connect wirelessly and can have their 
babies interact together in the playpen (max 2 players) or engage in activities in the 
Shrek world. Ideas for these activities are listed below. All activities are rooted in 
the core gameplay of running around, jumping and handling objects (no abstract 
minigames that pull the player out of the world, or shift focus away from the baby). 
Naturally, there are plenty of points to be earned that are exclusive to multiplayer 
modes. 3 of the 5 minigames can also be played by a single player, with additional 
babies controlled by the game's Al. 


6) Micro Games: Each Activity Environment in the game has one _ hidden, 
embedded micro game. These games are single-player only and can be played 
indefinitely for fun and points. Examples of these games are listed below in the 
corresponding section. 


7) Downloadable Content: One minigame will also be scaled down into a 
downloadable version that can be sent from one DS owner with a copy of the game 
to one without (single-cart multiplayer). This demo can also be used as a 
downloadable kiosk demo for retailers like Toys R Us and EB Games. The inclusion 
of this mode is meant to entice purchase of the game and, due to the limited file 
size required, will contain just a taste of the final product. Which mode is specifically 
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featured in this demo will be decided later, and depends upon which section of the 
game can be most easily scaled down. 


Activity Environments: Each of the following environments can be explored 
by the player, controlling their baby directly. Each environment contains numerous 
references to the film's characters, locations and events (including cameos) and also 
offers players the opportunity to discover more hidden points and playable micro 
games. The four locations are: 


1) Shrek's Kitchen & Dining Room: Babies run around Shrek's kitchen and 
dining room, on his table and chairs, hopping up on his cupboards and getting 
into his utensils, much to the dismay of the grumpy ogre who shouts at them 
from the other room. 


2) Merlin's Laboratory: Babies explore Merlin's laboratory, fiddling with potions 
and inventions (even holes that warp from the player one spot in the room to the 
other). 


3) Dragon's Keep: Babies scamper around Dragon's home, climbing up tower 
walls and bouncing off hay bales. Just don't wake Dragon, she's had a long night! 
Dragon's tail pokes out from one side of the room. If she's woken up, she'll pop 
her head in from the other side to lecture those noisy babies. 


4) Geppetto's Workshop: Babies explore Geppetto's cluttered workshop, filled 
with toys and puppets (including one famously-cranky puppet who wants to be a 
real boy). Interactive toys, chests and ladders to new areas make this 
environment a blast to explore. 


Multiplayer Minigames: Examples of minigames include: 


1) Treasure hunt in Fiona's flower garden: Donkey has it on good authority 
that there's treasure buried in Shrek and Fiona's garden. Leave it up to the 
babies to find it! 2 to 4 babies rampage the garden, digging into random spots 
looking for treasure. Surprisingly, plenty of coins and junk (which translate to 
points) are buried around the garden, although this doesn't help Fiona's flowers 
from getting ripped out. Players must find as much treasure as possible before 
Fiona (inside their home) realizes what's going on and storms outside. Fiona 
gives a warning cry before popping her head out the front door. Players can keep 
the hunt going by hiding their baby behind a bush until Fiona heads back inside. 


2) Race through traffic in Far Far Away: The babies got loose in Far Far Away 
kingdom and are having a race through the royal streets. Players must avoid 
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bumping into passersby and carriages as they run their way around each lap of 
the race. If an object is about to hit a baby, the baby will auto-react by hopping 
onto the object (getting carried offscreen and temporarily out of the race). They 
return a few seconds later, having lost a little ground in the race. The winner is 
whichever player reaches the finish line first on the last lap. This game is also 
available for play with only 1-player (and Al-controlled baby opponents). 


3) Muck tag in Shrek's swamp: It's time for a game of tag in Shrek's swamp. 
One player begins as being "it" and chase down one of the other babies to make 
them "it". Babies can run at a set speed, or can sprint temporarily by mashing 
the B Button. This must be used conservatively though, as exhausting a baby's 
sprinting strength makes them pause to catch their breath (an easy target). 
When the time limit ends, whoever has collectively been "it" for the least amount 
of time wins and takes home the most points. Because it's a swamp, players can 
also slide away from their pursuer (although this takes a few seconds to get back 
up from after). 


4) Escaping King Harold's dungeon with Puss in Boots: Puss has been 
wrongfully imprisoned (really, it wasn't his catnip!) and the babies have decided 
to break him out for the fun of it. Players must follow Puss as he leads the way 
out of the castle dungeons, all the while avoiding any knights that come near 
them. If a baby is captured by a knight, they must sit the rest of the round out. 
The game ends when only one baby and Puss remain, at which point they make 
their exit. The camera in this game (if possible) will emulate an episode of 
K.N.I.G.H.T.S. (the C.O.P.S. parody), so that the player has that giggly, following 
Camera perspective as seen in the show during pursuits. This game is also 
available for play with only 1-player and Puss. 


5) Pastry buffet at the Muffin Man's with Donkey: The babies have a sweet 
tooth, and Donkey knows exactly where to take them. Players join him in the 
Muffin Man's bakery as Donkey rummages through the baking supplies and starts 
cooking up a storm. Players must run around, gobbling up as much sweets as 
possible. Each time a baby finds a treat, they stop for a few seconds to gobble it 
up before being able to move on. Some treats have to be hopped up to reach, 
while others are cooked and distributed by Donkey during gameplay. The winner 
is the player who eats the most treats before time runs out. This game is also 
available for play with only 1-player (and Al-controlled additional babies). 


Micro Games: A different single-player, never-ending game can be discovered in 
each of the Activity Environments. These games are all location-based, and can be 
accessed by walking the baby to the game's location and pressing the B Button. Each 
of these games can be played indefinitely for fun and points, and quit at any time. 
Unlike other modes, these games all feature a specific set of babies (regardless of 
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what type of baby the player was previously controlling). Once the Micro Game is quit, 
the player resumes control of their previous baby. The games are as follows: 


1) Kitchen Toss with the baby ogres (set in Shrek's Kitchen & Dining 
Room): The babies are rummaging through Shrek's pantries looking for sweets. 
Controlling a baby on the ground, the player must dodge any dangerous objects 
thrown down to them by the other babies (knives, pots, pans) and get under any 
edible objects (cookies, crackers, candy) that fall their way. 


2) Chemistry Set with the gingerbread babies (set in Merlin's 
Laboratory): The gingerbread babies are messing with Merlin's fancy potion 
sets in order to make themselves even sweeter. The player must create as many 
sweet potions as possible using the stylus to drag liquid through each of the 
tubes and containers in the proper order. Letting any component boil for too long, 
filling up and spilling over a glass, or moving the stylus out of the tubes while 
tracing a path ends the game. 


3) Target Practice with the baby dronkeys (set in Dragon's Keep): Dragon 
likes to keep her babies in shape, and that includes their lungs! Dragon tosses 
bales of hay into the air and the player must target them with the stylus, tapping 
to send a puff of fire out from the baby dronkeys. The player must hit every bale 
tossed into the air, but also not fire too fast or miss too many shots, as the 
dronkeys quickly become tired and may need to rest. If they player exhausts all 
of the dronkeys, or if they miss a bale altogether, the game ends. 


4) Wall Tagging with the kittens in boots (set in Geppetto's Workshop): 
Puss's children are feeling mischievous and decide to test out their sword skills 
on the wood in Geppetto's workshop. The only problem is Pinocchio is trying to 
sleep, and he doesn't appreciate being woken up or having his home vandalized. 
The player must swap between each of the kitties, moving around stealthily and 
scratching their name on any piece of wood (wall, chair, table, or even Pinocchio 
himself!). If the kitten moves too quickly or makes too much noise, Pinocchio will 
wake up and chase them. Because the player can swap kittens at any time, they 
can also distract Pinocchio with one kitten, then quickly make a tag behind his 
back with another. The game ends when Pinocchio successfully catches one of 
the kittens red-pawed. 


Features: The game would feature something close to the following: 


- 4 Shrek baby base characters (ogre, dronkey, ginger baby and kitten in boots) 
- 5 unique playpen environments 
- 20-40 items and accessories 
- Hundreds of point-earning baby activities 
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- 2-player playpen mode 

- 4 baby save slots (one for each character type) 

- 4 unique activity environments 

- 4 environment-embedded single-player micro games 

- 5 multiplayer modes (2-4 players), 3 of which are playable by a single player as 
well 

- Single-cart multiplayer demo 

- Downloadable kiosk demo (retailers) 


Controls: Basic controls for the game resemble the following: 


Customization, Playpen & Micro Game Modes: During gameplay in the 
character creation mode, in the playpen and during the micro games, controls are 
similar to the following: 


Touchscreen: Drag / move objects, interact with baby, purchase items; move 
baby (micro games) 

+Control pad: Pan camera in 4 directions (optional) 

Start Button: Pause game / access menu 

Microphone: Give short commands and requests to the baby 


Exploration & Minigame Modes: During gameplay in the exploration and 
minigame modes, the player controls their baby directly. Controls in this mode are 
similar to the following: 


+Control pad: Run baby around in 8 directions 

A Button: Jump / climb when dangling 

B Button: Perform action (push, open, pick up, drop) 

X Button: Spawn object (such as block, candy, etc) 

Y Button: Cycle through available objects to spawn 

L Button: Rotate camera left 

R Button: Rotate camera right 

Start Button: Pause game / access menu 

Touchscreen: Tap to cycle through various camera distances 


"No babies were harmed in the making of this game." Although 
they are put in plenty of precarious situations, no dangerous elements actually come 
into contact with the babies. So if a knife is falling in the kitchen and the player fails to 
dodge it, the baby will still programmatically dodge the object and (in some way) give 
up on the game immediately after. 


